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INTRODUCTION 
This guide includes artefacts for teens, teachers and educators to raise teens’ self-
efficacy in STEM in different educational contexts. The artefacts are being used in each 
initiative to promote self-efficacy. Though at this moment, these artefacts are under 
construction, at the end of the project we will have 21 artefacts, by which at least 7 of 
them will be for teens, as it is represented in the figure above. Artefacts will take the 
form of videos, flip-cards, training materials, graphic resources… 
 
  
STEAM4U: Raising students' perceived self-efficacy in STEAM  
to provide opportunities for all 
Project number 2016-1-ES01-KA201-025633 
 
The European Commission support for the production of this 
publication does not constitute an endorsement of the contents 
which reflects the views only of the authors, and the Commission 
cannot be held responsible for any use which may be made of the 
information contained therein. 
5 
 
ARTIFACTS ADDRESSED TO 
10-14-YEAR-OLD TEENS 
These artifacts are directly addressed to target 10-14-year-old kids and show them in a 
variety of ways (by mirroring others, by comparing with equals, by becoming informed, 
by providing authentic experiences of success in STEM…) why they can be good in STEM, 
even if they did not think it. The rationale behind this collection is the belief and intuition 
that teens’ empowerment and agency needs to be tackled directly, as teens are a 
powerful and the most important actor in the educational scenario. 
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VIDEOS ADDRESSED TO TEENS 
These videos are aimed at inform, empower and motivate 10-14-year-old teens, made 
by Fundacja Uniwersytet Dzcieci, the Network of Innovative Schools and the Universitat 
Autònoma de Barcelona. The videos are based on different teens’ experiences in STEAM 
activities, and video-graphic reports of STEM professionals that at some point have 
doubts about their capacities to participate in STEM activities. 
            
 
 
            
  
https://youtu.be/C7inYa4QH78 
 
https://youtu.be/rIYFKJ52l9c 
https://youtu.be/Qct5bRA6R4M  
 
https://youtu.be/mUzxDAt_Ako 
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COLLECTION OF STEAM CARDS 
STEAM cards are a resource for teens to use their STEM knowledge in different and 
everyday contexts, and are aimed to provide different opportunities to make teens feel 
capable and successful of using STEM in their lives. These cards were made by Thomas 
More and the Universitat Autònoma de Barcelona. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
DOWNLOAD THE JOULE 
STEAM-SLICK CARDS 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/STE
AM-Slick-Joule_final.pdf   
 
 
DOWNLOAD THE “CHALLENGE 
YOUR BRAIN” CARDS 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/Chal
lenge-your-
Brain_V6_compressed.pdf  
 
 
 
DOWNLOAD THE NEWTON 
STEAM-SLICK CARDS 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/STE
AM-Slick-Newton_final.pdf 
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GAMES & MEDIA RESOURCES 
These two resources are aimed at raising teens’ self-efficacy by mirroring others, 
comparing with equals and becoming informed. The collection of pictures is aimed to 
break the stereotypical and negative associations of STEM by displaying a diversity of 
settings in which STEAM can be carried out. The table game provides a unique 
opportunity to develop the collective self-efficacy of the classroom or teens group, as a 
strategy to raise individual self-efficacy. These resources were made by Xké? And The 
Festival of Curiosity. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  
 
DOWNLOAD THE TABLE GAME 
Link: 
https://www.dropbox.com/sh/
a17zsf254c8ce6a/AAAUdbvnla
bnEfvyUNrEpXjCa?dl=0  
 
 
DOWNLOAD THE TABLE GAME 
Link: 
https://festivalofcuriosity.ie/st
eam4u-erasmus/ 
 
*This gallery is protected by a password. 
Please, do not hesitate to write us and ask 
for it. We will be happy to hear from you. 
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ARTIFACTS ADDRESSED TO 
EDUCATORS 
These artifacts are indirectly addressed to 10-14-year-old teens. The rationale of these 
artifacts is the conviction that when raising teens’ self-efficacy in STEM it is also 
necessary to provide teachers, volunteers, managers, parents… resources to create 
good educational contexts in which teens can develop their confidence. 
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VIDEOS ADDRESSED TO EDUCATORS 
These videos are aimed at providing a short summary for educators who would like to 
know about what self-efficacy is, which strategies can be carried out to raise it, and how 
specifically self-efficacy can be raised in non-formal STEAM activities. These resources 
were made by the Fundacja Uniwersytet Dziceci and The Festival of Curiosity. 
              
 
 
 
 
   
https://youtu.be/NLL1RZCK-6g  https://youtu.be/Cq0SrpCql4w 
https://youtu.be/k9fQfN2gISk  
STEAM4U: Raising students' perceived self-efficacy in STEAM  
to provide opportunities for all 
Project number 2016-1-ES01-KA201-025633 
 
The European Commission support for the production of this 
publication does not constitute an endorsement of the contents 
which reflects the views only of the authors, and the Commission 
cannot be held responsible for any use which may be made of the 
information contained therein. 
11 
TRAINING MODULES ON SELF-EFFICACY FOR 
STEAM TEACHER AND EDUCATOR TRAINERS 
These modules are addressed to trainers of STEM teacher or educators who would like 
to work with their trainees about self-efficacy in STEM. By revising how an activity should 
be delivered, which key messages help more teens to develop their confidence, or how 
STEM content should be presented, training modules are aimed to indirectly target 10-
14-year old teens. These resources were made by the Network of innovative schools and 
the Universitat Autònoma de Barcelona. 
 
 
 
 
 
 
 
 
 
 
 
 
 
  
 
DOWNLOAD THE TRAINING 
MODULE FOR STEAM 
TEACHERS 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/STE
AM-Seminar_v2.pdf 
 
HAVE ACCESS TO THE 
TRAINING MODULE FOR 
STEAM EDUCATORS 
Link: 
https://view.genial.ly/5adf11ee
d9b63d0e2ed1e449/learn-
how-v2  
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OTHER GUIDELINES FOR TEACHERS & 
EDUCATORS 
As a complement to the training modules, these graphic resources provide a 
summarized guidance for teachers and educators when designing and carrying out 
STEAM activities aimed at raising teens self-efficacy in STEM. These resources were 
made by the Fundacja Universytet Dzcieci, the Network of innovative schools and Xké?. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
DOWNLOAD THE GRAPHIC 
GUIDELINES 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/grap
hic-guidelines_all2.pdf  
 
 
DOWNLOAD THE GUIDELINES 
FOR PROMOTING SELF-
EFFICACY IN STEAM FAIRS 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/TFO
C-infographics-final.pdf   
 
 
DOWNLOAD THE GUIDELINES 
FOR PROMOTING SELF-
EFFICACY IN SCHOOL 
PROJECTS 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/Llist
a-estrategies-finals3.pdf  
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DOWNLOAD A MODEL OF 
STEAM ACTIVITY FOR TEENS 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/Mod
el-STEAM-activity.pdf   
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MODEL OF STEAM WORKSHOPS FOR PARENTS 
AND TEENS 
These artifacts consist on one model of activity to raise teens self-efficacy by developing 
family and collective self-efficacy in non-formal educational contexts. This resource was 
made by Thomas More. 
 
 
DOWNLOAD THE STEAM 
ACTIVITY FOR FAMILIES 
Link: https://steam4u.eu/wp-
content/uploads/2019/03/Mod
el-STEAM-activity-1.pdf   
 
